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'THE MULTIVERSE DAN 


fe hose exceeding rare clerics who commune 
with the gods of every pantheon and 
dimension are one of the multiverse’s most 
perplexing and best kept secrets. The clerics of 


the Multiverse Domain follow in the footsteps E4 


of the first of their order, a priest of mysterious “AN! 

origins named Ramesh whose existence was a 
pheromone to all divine beings. In the footsteps of Ramesh, 
clerics of the Multiverse Domain become conduits of divine 
power in exchange for the amusement, fascination, and 
endearment they provoke in the gods of every address of the 
cosmic and moral spectrums. 

Multiverse Domain clerics have very limited agency in 
determining which god is currently presiding as their 
empowering patron, who in turn oftentimes imbue these 
uncanny acolytes with not only their power but some of their 
very own characteristics—at least temporarily. When it 
comes to Multiverse Domain clerics, ancient rivalries and 
conflicting agendas endemic among the divine are 
temporarily shelved as gods with otherwise hostile 
relationships frequently pass and even share Multiverse 
Domain clerics among themselves. Holy symbols carried by 
Multiverse Domain clerics are most commonly mysterious 
amulets that change to match their current divine patron(s). 


CREATING A MULTIVERSE DOMAIN 
CLERIC 


When creating a Maliverse Domain cleric, consider how the 
nature of the Multiverse Domain relates to the motivations 
and overall disposition of your character. Do you view service 
to the gods of the multiverse as a wild ride you have 
unwittingly stepped into, or is it instead perhaps a means to 
an end even the gods you serve have not yet detected? 
Consider the effects of how serving innumerable gods might 
differentiate your character from his or her conventional 
cleric counterparts. Do you view yourself as entirely superior 
to the simpletons who only have the devotion or talent to 
serve a single god, or perhaps you are entirely unaware of 
what a cleric even is and are just happy to see your god- 
friends show up so you can all get into trouble together? 


GODS OF THE MULTIVERSE 

Starting when you choose this domain at 1st level, the gods of 
the multiverse frequently trade you amongst themselves. 
When you gain this feature or finish a long or short rest, roll 
on the Gods of the Multiverse Table, which is rolled with a 
100 and can be found on Page 2. The god that corresponds 
to the number you roll replaces your current god as your new 
deity from which you draw power. Features and effects 
granted by a current god end when that god is replaced If 
your result on the Gods of the Multiverse Table is the god you 
currently have, you may select any god from the table instead. 


FAVOR OF THE GODS 
At 1st level, you gain the effects of your current god’s Favor 
(ex: Rama's Favor). 


POWER OF THE 
Gops X 
At 2nd level, you gain 4 
the effects of your 
current god's Power 
(ex: Rama's 
Power) 
SPIRITUAL Ý 
ALLUREMENT 

The gods of the 
multiverse delight 
themselves to help you. 
Starting at 6th level, when 
you roll on the Gods of the 
Multiverse Table, you 
may roll twice instead 
of once and choose which result to use. At 10th level, 

this feature also applies to Divine Intervention rolls, allowing 
you to make two rolls instead of one and to select which 
result to use. 


DIVINE CONDUIT 

Starting at 6th level, you have the ability to attempt to channel 
even more divine power from your current divine patron. As a 
bonus action, choose one unexpended spell slot you have, 
which is then immediately expended. Roll a d8. If the result is 
less than or equal to the expended spell slot, you regain one 
use of Channel Divinity. This feature fails if you are already at 
your maximum number of Channel Divinity uses, You may 
only regain one use of Channel Divinity using this feature per 
short or long rest. 


ADORATION OF THE GODS 
At 8th level, you gain the effects of your current god's 
Adoration (ex: Rama's Adoration) 


MULTIFARIOUS MYTHOS 

At 17th level, the gods are willing to share you with each 
other, allowing you to have two active gods simultaneously. 
When you get a new active god, you may keep your next most 
recently granted god. When you receive this feature, 
immediately roll on the Gods of the Multiverse Table to 
receive a second god 


GODS OF THE MULTIVERSE TABLE 


d100 God Page d100 God Page 
1-2 Ahura Mazda 3 51-52 Hermes 15 
3-4 Allah 3 53-54 Horus 16 
5-6 Amaterasu 4 55-56 Huitzilopochtli 16 
7-8 Anubis 4 57-58 Indra 17 
9-10 Aphrodite 5 59-60 Isis 17 
11-12 Apollo 5 61-62 The Jade Emperor 18 
13-14 Ares 6 63-64 Jesus 18 
15-16 Artemis 6 65-66 Krishna 19 
17-18 Athena 7 67-68 Loki 19 
19-20 Baal 7 69-70 Marduk 20 
21-22 Bahamut 8 71-72 Nyx 20 
23-24 Bast 8 73-74 Odin 21 
25-26 Brahma 9 75-76 Olorun 21 
27-28 Chaos 9 77-78 Osiris 22 
29-30 Chronus 10 79-80 Poseidon 22 
31-32 Cthulhu 10 81-82 Quetzalcoatl 23 
33-34 Dagon 117 83-84 Ra 23 
35-36 Demeter 11 85-86 Rama 24 
37-38 Dionysus 12 87-88 Set 24 
39-40 Gaia 12 89-90 Shiva 25 
41-42 Ganesha 13 91-92 Sun Wukong 25 
43-44 The Great Spirit 13 93-94 Thor 26 
45-46 Hades 14 95-96 Tiamat 26 
47-48 Hel 14 97-98 Yahweh 27 
49-50 Hercules Wel 99-100 Zeus 27 


PART 2 | GODS OF THE MULTIVERSE 
TABLE 


AHURA MAZDA 


The singular god of Zoroastrianism. He is the benevolent, 
omnipotent creator of the universe whose name means Wise 
Lord and he has given mankind freewill 


AHURA MAZDA'S FAVOR 


When you use Channel Divinity, you immediately regain one 
use of Channel Divinity. This feature may only occur once 
every short or long rest. 


AHURA MAZDA'S POWER 


Channel Divinity: The Power to Choose 

Pick a new God from a short list. 

As an action, roll a d6. Roll on the Gods of the Multiverse 
Table a number of times equal to the resulting roll. You may 
choose one of the Gods rolled, which will immediately 
replace Ahura Mazda as your current God. If Ahura Mazda 
would be replaced by Ahura Mazda, you may instead select 
any god from the Gods of the Multiverse Table. If you are 
level 17 or higher, you may choose any two Gods as well as 
the order you would like to receive them, thus determining 
which God will be replaced first when you receive a new God. 


AHURA MAZDA'S ADORATION 


Your d6 for Channel Divinity: The Power to Choose is now a 
d8, and rolling a 1 or 2 for this feature may be treated as if a 3 
were rolled instead. 


God of Islam who creates and preserves all things. There is 
nothing in his likeness, and to attempt to paint, draw, or 
sculpt his likeness with human hands is a great offense. 


ALLAH'S FAVOR 


The range of all of your spells, including spells with a range 
of touch, is increased by 10 feet. Once per turn, you may add 
your Wisdom modifier to the damage or healing of a spell on 
affected creatures more than 20 feet away from you. 


ALLAH'S POWER 


Channel Divinity: Judgment Upon the Wicked 

Release a blast of divine judgment that is harmless to the 
righteous and devastating to the wicked. 

As an action, call down divine judgment on an area, which 
echoes outward as a deafening blast. Choose a point you can 
see within 30 feet. Creatures in a 10 foot radius of the chosen 
point must make a Constitution saving throw, taking 1d6 
radiant damage for each cleric level you have on a failed save 
or half as much on a successful one. Creatures with an evil 
alignment take 1d12 additional damage and are Deafened for 
one minute. Creatures with a good alignment are unaffected 
by this feature. Fiends roll with disadvantage for all 
Constitution saving throws related to this feature. 


ALLAH'S ADORATION 


Creatures Deafened by Channel Divinity: Judgment Upon the 
Wicked take 1d6 internal damage that cannot be mitigated in 
any way each time they take damage from any source. 


AMATERASU 


Principal god of Shinto. She is the celestial sun goddess from 
whom the imperial family claims lineage. 


AMATERASU'S FAVOR 


When you would roll for initiative, you may instead choose 
the result of your initiative roll Likewise, you may choose the 
roll of every friendly creature within 60 who would also roll 
for initiative. Once you use this feature, you may not use it 
again until you complete a short or long rest. 

The Light cantrip is automatically prepared for you if it is 
not already prepared and you may cast it as a bonus action. 


AMATERASU'S POWER 
Channel Divinity: Kami no Hikari (Divine Light) 


Damage and blind nearby enemies. 

As an action, release a blast of divine light. Any magical 
darkness within 30 feet is dispelled and enemy creatures 
within 30 feet must make a Constitution saving throw. On a 
failed save, creatures take 1d12 plus your cleric level radiant 
damage and become Blinded for one minute. On a successful 
save, creatures take half damage and suffer no other effects. 
Creatures Blinded by this feature can make a Constitution 
saving throw at the end of each of their turns, ending 
Blindness on a successful save. Creatures immune to being 
Blinded, creatures facing directly away from you, and 
creatures behind total cover automatically succeed on this 
saving throw. Undead and fiends roll with disadvantage when 
making this saving throw. 


AMATERASU'S ADORATION 


Allies in range of Channel Divinity: Kami no Hikari (Divine 
Light) are healed for 1d12 plus your cleric level and are cured 
of Blindness from any magical or non-magical source. The 
amount healed is doubled for allies below half of their 
maximum HP. 


ANUBIS 


Egyptian God of the dead, also called Anpu. He has the head 
ofa jackal and oversees care of the dead 


ANUBIS' FAVOR 


When you cast a spell or use a class feature, you may choose 
to have the effects of that spell or feature affect undead as if 
they were living or affect the living as if they were undead. 


ANUBIS' POWER 


Channel Divinity: Land of the Dead 

Raise the dead to fight for you. 

Duration: 1 hour (concentration) 

As an action, call upon the dead to rise and serve. 
Humanoids and beasts killed within 30 feet of you or who 
have died within the last hour rise as undead that are under 
your command, following your verbal orders to the best of 
their abilities. Raised creatures take their turns immediately 
after your turn. You may choose to forgo the effects of this 
feature for any dead creatures you wish. A dead creature 
cannot be raised if: 


+ The creature's body has been disintegrated. 

* The CR of the creature is greater than half your cleric 
level rounded down. 

* The combined CR of your undead would become greater 
than 5 plus your cleric level 

e The quantity of your undead exceeds your cleric level. 


If an undead creature raised by this feature ends its turn 
more than 30 feet away from you, it dies. You may choose to 
instantly kill any of your raised undead at any time. When this 
feature ends, all undead raised by it die. When an undead 
creature raised by this feature dies, it is disintegrated. 


ANUBIS' ADORATION 


Channel Divinity: Land of the Dead can now affect giants and 
dragons. Additionally, while concentrating on this feature, 
you may use an action to raise additional creatures within 30 
feet that have died within the last hour. Creatures can only be 
raised this way if they meet the parameters for this feature. 


APHRODITE 


Greek goddess of love and beauty. She is also called Venus 
and has had many lovers. 


APHRODITE'S FAVOR — 
You gain an extremely attractive physique, granting you +3 on 
all Charisma (Persuasion) checks. You know the Charm 
Person spell and it is prepared for you as a cleric spell 

When you roll for initiative, you replenish one use of 
Channel Divinity. 


APHRODITE'S POWER 


Channel Divinity: Lovestruck 

Charm nearby foes with your resplendent beauty. 

As an action, charm nearby creatures with the beauty and 
power of Aphrodite. Any number of creatures you choose in a 
30 foot radius must make a Wisdom saving throw and are 
charmed by you on a failed save. Creatures cannot benefit 
from advantage when making this saving throw. Affected 
creatures may make a Wisdom saving throw at the end of 
each of their turns, ending the effect on a successful save. 
This effect ends for a creature when it takes damage. 


APHRODITE'S ADORATION 
Channel Divinity: Captivated by Love 


Force a charmed creature to obey your will during its next 
turn. 

As an action, choose a creature you can see within 30 feet 
that is charmed by you. That creature must make a Wisdom 
saving throw with disadvantage. On a failed save, the 
creature obeys verbal commands you give to the best of its 
abilities on its next turn. If a creature under this effect would 
have its charm effect end, charm for that creature instead 
ends at the end of its next turn. Creatures under this effect do 
not obey commands that would directly harm themselves, but 
they will obey commands that might put them in harm's way. 


A 
A 


a 


APOLLO 


Greek god of the sun, archery, music, and truth, also called 
Phoebus. 


APOLLO'S FAVOR 


Your skin shimmers in the light like a sparkling diamond. 
During daytime, you gain +1 to AC and +2 to saving throws if 
you are outside. 

The Word of Radiance cantrip is automatically prepared 
for you if it is not already prepared and you may cast it as a 
bonus action. 


APOLLO'S POWER 


Channel Divinity: Sun God’s Arrow 

Direct an arrow from Apollo's bow to fire from your 
position as a beam of radiant light. 

As an action, point your finger in any direction while calling 
upon the power of Apollo. A celestial arrow loosed by Apollo 
himself fires in a blast of light from your finger in the 
direction you are pointing. The arrow travels up to 600 feet as 
a 3 foot diameter beam of golden light. Creatures in the path 
of the arrow must make a Dexterity saving throw, taking 
1d10 radiant damage for each cleric level you have on a failed 
save or half as much on a successful one. The arrow passes 
through all creatures and objects, but does not pass through 
magical barriers or thick walls. 


APOLLO'S ADORATION 


Allied creatures in the path of the arrow from Channel 
Divinity: Sun God's Arrow do not have to make a Constitution 
saving throw and are instead healed for 5 HP for each cleric 
level you have. Additionally, the space in a 10 foot radius 
around the path of the beam is filled with a warm light that 
nullifies natural and magical darkness and creates daytime 
for the purpose of spells and effects such as Favor of Apollo 


for 10 minutes. 


ARES 


Greek god of war and courage, also called Mars. His throne is 
covered with the skins of those he has slain in battle. 


Ags’ FAVOR __ é 
You may use your Wisdom modifier in place of your Strength 
modifier when making weapon attacks. You gain Extra Attack 
at 5th level, increasing to Extra Attack x2 and Extra Attack x3 
at 11th and 20th levels. You may not use Extra Attack if you 
have cast a leveled spell this turn, and once you use Extra 
Attack you may not cast a leveled spell until the beginning of 
your next turn. 


ArgEs' POWER ‘ 

Channel Divinity: War God's Bloodlust 
Empower allies’ weapon attacks. 
Duration: 1 minute (concentration) 

As an action, grant friendly creatures within 10 feet the 
following: 


* Damage dealt by weapon attacks is increased by 1d4 and 
counts as magical for the purpose of overcoming 
resistance and immunity. 

e Asa bonus action, you may make a single weapon attack. 
This attack has advantage if it is not the first weapon 
attack made this turn. 

e Missing a weapon attack grants +2 to the next weapon 
attack roll made during the same turn. 


Damage taken from bludgeoning, piercing, and slashing 
damage does not trigger a Constitution saving throw to 
maintain concentration for this feature. 


ArEs' ADORATION 
The duration and radius of Channel Divinity: War God's 
Bloodlust is doubled, and when creatures under its effects 
make an Attack of Opportunity, they can perform two weapon 
attacks instead of one. 


ARTEMIS 


Greek goddess of fertility, hunting, the moon, and wild 
animals. She is also called Diana. 


ARTEMIS’ FAVOR e 


Your gender is now female. Whenever allies within 5 feet 
make a weapon or spell attack roll, add 1d4 to the roll. 


ARTEMIS' POWER 


Channel Divinity: Mark of the Huntress 

Mark a target to receive extra damage. 

Duration: 3 minutes (concentration) 

As a bonus action, choose a creature you can see within 
120 feet to be marked for the hunt by Artemis. When an 
allied creature deals damage to the marked creature, the 
marked creature takes 1d6 damage which cannot be 
mitigated in any way. This feature can only deal damage in 
this way once per turn. 

Additionally, you always know the location of the marked 
creature as long as it is within 200 feet of you. Creatures 
marked by this feature with CR less than or equal to your 
cleric level spread the effects of this feature to the nearest 
enemy with CR less than or equal to your cleric level within 
20 feet when they die. 


ARTEMIS' ADORATION 


Damage dealt to creatures marked by Channel Divinity; Mark 
of the Huntress ignores resistance and treats immunity as if 
it were resistance. Additionally, whenever the chosen. 
creature takes damage from Channel Divinity: Mark of the 
Huntress, you heal for 1 HP. 


ATHENA 


Greek goddess of wisdom, war, peace, and heroic endeavors. 
She is also called Pallas or Minvera and has personally 
overseen the protection of many of the greatest heroes. 


ATHENA'S FAVOR 


Your Wisdom and maximum Wisdom are each increased by 
4, If you are in an area where owls are indigenous, owls will 
frequently seek you out, acting friendly toward you as they 
rest on your shoulder or circle overhead. Owls and owl-like 
creatures such as owlbears are friendly toward you unless 
you deal damage to them. 


ATHENA'S POWER 


Channel Divinity: Prudence and Valor 

Create an aura that boosts wisdom rolls and allows you to 
protect allies from devastating attacks. 

Duration: 1 hour (concentration) 

As an action, create an aura granting allies within 30 feet 
advantage on Wisdom saving throws and skill checks. If an 
allied creature inside the radius of this feature would take 
damage greater than one third of its maximum HP from a 
single spell, attack, or ability, you may use your reaction to 
reduce the damage received from that attack to one third of 
its maximum HP rounded down. 

Additionally, when you deal damage, an allied creature 
within the radius of the aura is healed for 1d6 plus your 
Wisdom modifier (minimum of 3) This effect cannot occur 
more than once per turn, 


ATHENA'S ADORATION 


Allied creatures affected by Channel Divinity: Prudence and 
Valor have advantage when performing saving throws to 
resist the effects of Charmed and Frightened and can make 
an additional reaction per round, but cannot use more than 
one reaction per turn. 


Canaanite God of fertility, seasons, and weather. He is also 
called Hadad and his title is Lord of the Earth. He is 
temperamental but offers his favor in exchange for sacrifices. 


BAAL's FAVOR 
You have resistance against fire and ice damage. The weather 


within 10 feet of you is heavily influenced by your mood— 
becoming frigid if you are sad, sweltering if you are angry, etc. 


BAAL's POWER 


Channel Divinity: Convection of Seasons 

Change the damage type of a single source of damage. 

As a reaction, access the power of Baal to transform the 
elements. Select a creature you can see within 30 feet who 
would take damage from a single source and change the type 
of that damage from any of the following to any other type 
from the following: acid, bludgeoning, cold, fire, force, 
lightning, piercing, slashing, or thunder, 


BAAL's ADORATION 
Once per day, you may perform Channel Divinity: Convection 
of Seasons using an unexpended spell slot of a level at least 
one tenth of the damage amount rounded up instead of a 
usage of Channel Divinity. 

Additionally, you may cast Channel Divinity: Convection of 
Seasons as a bonus action instead of a reaction. If you do, 
choose a type from the following: acid, bludgeoning, cold, fire, 
force, lightning, piercing, slashing, or thunder. All damage 
dealt for the rest of the turn becomes that damage type. 


BAHAMUT 


Persian god-monster fish that upholds the underpinnings of 
the Earth on its back. Modern depictions portray Bahamut as 
a benevolent dragon-god. 


BAHAMUT'S FAVOR 


The Sacred Flame cantrip is automatically prepared for you 
if it is not already prepared and you may cast it as a bonus 
action. Sacred Flame deals maximum damage against 
creatures at full HP. Sacred Flame cannot deal maximum 
damage in this way more than once per turn. 

You are fluent in Draconic. 


BAHAMUT'S POWER 


Channel Divinity: Scales of the Deep 

Grant an ally defensive boosts with the possibility of 
reflecting hostile spells. 

Duration: 1 minute (concentration) 

As an action, touch an ally to endow them with Bahamut’s 
protective magic. The skin of the ally becomes covered in 
shimmering primordial scales, which grant +3 AC and heal 
the ally for 1d6 plus your Wisdom modifier (minimum of 1) at 
the start of each of his or her turns. When the ally is targeted 
by an enemy's Magic Missile spell, a line spell, or a spell that 
requires a ranged attack roll, the ally must roll a 1d4. Ona 
result of 3, the ally is unaffected. On a result of 4, the spell is 
reflected back to its caster as if it were casted by the ally and 
targeted at the enemy who originally casted it. 


BAHAMUT'S ADORATION 


When you grant Channel Divinity: Scales of the Deep to an 
ally, you grant it to yourself as well. Additionally, creatures 
affected by this feature deal an additional 146 radiant 
damage when they deal damage with a weapon or spell 
attack that affects only one creature. 


BAST 


Egyptian goddess of protection and childbirth, also called 
Bastet. She has a cat-like appearance and is a child of Ra. 


Bast's FAVOR 


Your race is now Tabaxi in addition to your original race, 
granting you the following Tabaxi racial features: 


* Feline Agility: Your reflexes and agility allow you to move 
with a burst of speed. When you move on your tum in 
combat, you can double your speed until the end of the 
tum. Once you use this trait, you can't use it again until 
you move 0 feet on one of your turns, 

* Cat's Talent: You have proficiency in the Perception and 
Stealth skills. 


Bast's POWER 


Channel Divinity: Sheltered by the Protector 

Create a barrier around you that can protect allies and 
explode to damage enemies. 

As an action, create a sphere centered on yourself with a 
radius of 5 feet. The barrier is solid, has HP equal to your 
Wisdom modifier (minimum of 1) plus triple your cleric level, 
and cannot be passed through by magical or physical means 
until it ends or its HP becomes 0. At the beginning of your 
next turn, the barrier ends. When the barrier ends, it 
explodes outward. Creatures who were within 5 feet of the 
outside of the barrier must make a Constitution saving throw, 
taking the remaining HP of the barrier (minimum of 1) as 
force damage on a failed save or half as much on a successful 
one. 


Bast's ADORATION 


The minimum explosion damage of the barrier created by 
Channel Divinity; Sheltered by the Protector is now your 
cleric level. Additionally, if a creature would exit the range of 
the barrier explosion caused by Channel Divinity: Sheltered 
by the Protector, you may use your reaction to end the barrier. 


BRAHMA 


Multi-headed Hindu god and member of the Trimurti along 
with Shiva and Vishnu. He is known as “The Creator” and is 
credited with creating all things, including himself. 


BRAHMA'S FAVOR 


You automatically succeed on saving throws to maintain 
concentration, When you consume a spell slot, you are 
healed for an amount equal to the level of the spell slot. 


BRAHMA'S POWER 


Channel Divinity: Elevated Consciousness 

Concentrate on multiple effects at once. 

Duration: 5 minutes (concentration) 

As a bonus action, elevate to experience the oneness of 
reality, temporarily expanding the capabilities of your mind. 
As long as you are concentrating on this feature, you can 
maintain concentration on up to two other sources requiring 
concentration at once. Using this feature does not end your 
concentration on other features or spells. 


BRAHMA'S ADORATION 


The duration of Channel Divinity: Elevated Consciousness is 
doubled, and, during its duration, effects requiring 
concentration that would expire before the end of Channel 
Divinity: Elevated Consciousness have their duration 
extended as long as you remain concentrated on Channel 
Divinity: Elevated Consciousness. 


Primordial Greek goddess who was the very first being in all 
existence. She is the gap between heaven and earth, 
possibility and reality, existence and abyss. 


CHaos' FAVOR 


When you gain Chaos or use Channel Divinity, roll a d100. 
Chaos’ Favor becomes the Favor of the god from the Gods of 
the Multiverse Table that corresponds to the result until you 
use Channel Divinity, after which you may immediately repeat 
the effects of this feature. If you would receive Chaos! Favor 
as a result of this roll, you may instead pick any Favor feature. 


CHaos' POWER 


Channel Divinity: Ad Infinitum 

Cast a cleric spell for free. 

Duration: 1 minute (concentration) 

As a bonus action, select one of your prepared cleric spells 
of second level or lower with a casting time of 1 action. For 
the next minute, you may cast that spell without using a spell 
slot, and any healing or damage dealt by that spell is 
increased by 1d6 plus an additional 1d6 for each time you 
have previously cast that spell using this feature in the last 
minute. 

Alternatively, you may select a cleric spell of seventh level 
or lower for which you have a correspondingly leveled spell 
slot (expended or unexpended) and cast it without using a 
spell slot. 


CHaos' ADORATION 


Channel Divinity: Ad Nauseam 

Expend available spell slots to heal allies. 

As an action, choose one of your available spell slots. The 
spell slot is consumed, and an ally you can see within 60 feet 
is healed for an amount equal to 10 times the level of the 
spell slot. You may repeat this process any number of times 
and may select a new creature each time it is repeated. 


CHRONUS 


Primordial titan who is the father of Zeus and offspring of 
Gaia. He presides over time and the harvest and is also called 
Saturn. 


CHRONUS' Favor 


You may take another turn immediately after your first turn of 
combat. Your sense of time is perfect, allowing you to always 
have a precise sense of the time of day as well as the exact 
amount of time that has transpired between any two events 
or since any event for which you were present. You 
automatically succeed on Intelligence (Investigation) checks 
made to determine how old a creature or object is. 


CHRONUS' POWER 


Channel Divinity: Lost Time 

Attempt to paralyze a creature by freezing them in time. 

As an action, touch a creature, which must then make an 
Intelligence saving throw. On a failed save, the creature 
becomes frozen in time until the end of your next turn, 
becoming paralyzed. A creature paralyzed by this feature that 
takes damage, is healed, or receives conditions does not 
receive these effects until the end of the paralysis, upon 
which it receives all of them at once. Paralysis caused by this 
effect cannot be ended early. 


CHRONUS' ADORATION 


Channel Divinity: Rewind Time 

Cause a creature to revert back to its previous location and 
HP after a delay. 

Duration: 1 minute (concentration) 

As an action, touch a willing creature. When this feature 
ends, the creature appears exactly where it was when you 
touched it to use this feature. Additionally, the creature's HP 
and conditions are exactly as they were at the beginning of 
this feature, even if the creature died since then. The creature 
retains the memory and experience of what happened 
between the start of this feature and when its location was 
reset. This feature ends if the creature takes damage. 


CTHULHU 


A Great Old One of Lovecraftian horror whose origin and 
powers are beyond human understanding. His distinct 
appearance has been compared to a green octopus-dragon. 


CTHULHU's FAVOR 


You are immune to psychic damage. 

Additionally, three times per day, you may devour a 
memory from a creature whose head you are touching. 
Unwilling creatures can resist this feature for one day by 
succeeding on a Charisma saving throw. When you consume 
a memory, you see and understand the memory as if you had 
experienced it yourself and may erase the memory from the 
creature's mind. 


CTHULHU's POWER 


Channel Divinity: Inconceivable Horror 

Attempt to drive enemies in front of you insane. 

As an action, call upon the visage of Cthulhu to send your 
enemies insane. Creatures in a 40 foot cone in front of you 
must make an Intelligence saving throw. On a failed save, a 
creature must roll a d6, suffering the effect below that 
corresponds to the roll: 


e 1 — The creature loses the ability to recognize any 
creature including itself. 

e 2— The creature believes it is a small house cat. 

e 3— The creature is Frightened of its own reflection. 

+ 4— The creature uses its action to attempt to eat the 
nearest object. 

+ 5 —The creature is Charmed by every nearby creature. 

* 6— The creature believes it is dead and is now a ghost. 


Acreature under this effect may make an Intelligence 
saving throw at the end of each of its turns, freeing itself of 
this effect on a successful save. 


CTHULHU's ADORATION 


Creatures affected by Channel Divinity: Inconceivable Horror 
take 1d6 psychic damage at the end of each of your turns, 
healing you for the damage dealt. Creatures with proficiency 
in Intelligence saving throws roll with disadvantage when 
making saving throws related to this feature. 


DAGON 


Semetic god of ancient cults in the Middle East. He is the 
father of Baal and is depicted as a bearded, fish-like man. He 
is credited with inventing the plow and presides over 
agriculture and storms. 


Dacon's Favor 


You grow a thick beard. The beard regrows in 1 minute if it is 
cut. Three times per day, you can accelerate the growth of 
plants in a 20 foot square tract of land by up to 5 years. The 
casting time for this feature is one minute for every year of 
accelerated growth. The plants do not produce any fruit or 
seeds during this time but produce any seeds or fruit 
appropriate for the plant at the end of the casting time. 


Dacon's POWER 


Channel Divinity: Generosity of Land 

Cast a leveled spell for free. 

As a bonus action, you receive power from the earth to fuel 
your next leveled spell, causing the next leveled spell you use 
to not consume a spell slot or require material components of 
any kind. Additionally, spells cast using this feature are cast 
as if using a spell slot level of 2 plus your proficiency bonus. 
This feature cannot be used to cast spells whose level is 
higher than 2 plus your proficiency bonus. 


Dacon's ADORATION 


When you cast a spell empowered by Channel Divinity: 
Generosity of Land, the spell is additionally empowered by 
your choice of one of the following effects: 


© The range is doubled 

e The duration is doubled 

© The spell may bend to target a creature behind total cover 
if you know that the creature is there 

+ For the duration of the spell, you gain +2 to Constitution 
saving throws made to maintain concentration on it 


DEMETER 


Greek goddess of agriculture who cursed the world’s plants 
to wither and die when her daughter Persephone was 
abducted by Hades. She is also called Ceres, 


DEMETER'S FAVOR 


If you would gain HP from eating or drinking, you gain 
double that amount instead. Three times per day, you may use 
an action to curse any non-magical plants in a 20 foot square 
tract of land, causing them to immediately wither away and 
die. 

You know the Thorn Whip cantrip and it is prepared for 
you as a cleric spell. 


DEMETER'S POWER 


Channel Divinity: Bounty of Olympus 

Give fruit to allies that heal and grant temporary benefits. 
By spending 5 minutes channeling the power of Demeter into 
the earth, gift allies with the fruit of the gods. At the end of 
the casting time, up to 6 allies within 30 feet roll a d6 and 
receive the fruit that corresponds to the result from the list 
below. Fruits lose their potency if uneaten within 1 hour, if 
eaten by any creature but the ones to whom they were first 
given, or if you use this feature again. The fruit can be eaten 
as an action, mitigating the next incoming source of damage 
by 1d6 for each cleric level you have and granting the fruit's 
corresponding effect for one hour. When you use this feature, 
the effects granted by any previously eaten fruit created by 
this feature end. 


1 — Pomegranate: +2 to all skill checks 

2 — Fig: +2 to all saving throws 

3 — Apple: +2 AC 

4 — Olive: +2 to attack rolls 

5 — Grape: +20 to walking speed 

e 6 — Pear: +2 to max HP for each character level 


DEMETER'S ADORATION 


When you use Channel Divinity: Bounty of Olympus, you may 
select one additional creature to receive a fruit. That creature 
may choose the fruit it will receive instead of rolling to 
determine the fruit it will receive. 


Dionysus 


Greek god of wine, revelry, pleasure, and fertility. He is also 
called Bacchus. 


Dionysus' FAVOR 


You may transform any non magical liquid into fine wine. 
Attributes of the wine such as variety and character are 
random. You may transform up to 50 gallons of wine per day. 


Dionysus' POWER 


Channel Divinity: Revelry and Inebriation 

Cause creatures around you dance! 

As an action, cause nearby creatures to be overwhelmed by 
the need to dance. Creatures within 30 feet must make a 
Wisdom saving throw. Creatures who fail their saving throw 
become intoxicated and begin dancing uncontrollably. 
Dancing creatures cannot maintain concentration, must 
spend 3 feet of movement for every 1 foot they move, and 
must use their action to continue dancing, which grants the 
effects of having used the Dodge action. When you use this 
feature, you may select any number of creatures to be 
unaffected by it. If music is playing, the Wisdom saving throw 
of all creatures that can hear it is decreased by your Wisdom 
modifier (minimum of 1). Creatures affected by this feature 
may repeat the Wisdom saving throw at the end of each of 
their turns, freeing themselves of its effects on a successful 
save. 


Dionysus' ADORATION 


While you are under the effects of Channel Divinity: Revelry 
and Inebriation, your prepared spells with a casting time of 
one action have their casting time reduced to one bonus 
action. 

Additionally, you may choose to automatically succeed or 
fail on Wisdom saving throws related to Channel Divinity: 
Revelry and Inebriation. 


GAIA 


Primordial goddess older than all except Chaos. She is the 
personification of earth and is also called Tellus. 


Gata's FAVOR 


You are now 3 feet taller, granting you advantage on all 
Strength ability checks and saving throws and increasing the 
damage of your melee weapon attacks by 1d8. If you are 
inside the area created by Channel Divinity: this damage 
becomes 1d12 instead 


GAIA'S POWER 


Channel Divinity: Living Earth 

Create an area in which you can heal allies, hinder 
enemies, and rearrange the battlefield each turn, 

Duration: 1 minute (concentration) 

As an action, choose a point you can see within 15 feet. For 
the next minute, the area within 15 feet of the point teems 
with the power of Gaia and is difficult terrain for enemy 
creatures. When you use this feature or start your turn inside 
the area created by this feature, you may select a number of 
creatures standing inside the area created by this feature 
equal to your proficiency bonus and move each of those 
creatures 10 feet in any direction along an unoccupied path 
to an unoccupied point inside the area created this feature. 
Creatures moved by this feature do not trigger attacks of 
opportunity and must succeed on a Dexterity saving throw of 
a DC equal to their distance moved, becoming prone on a 
failed save. This feature has no effect unless used on natural 
or earthen ground such as a dirt floor or paved stone. 


Gata's ADORATION 


While inside the area created by Channel Divinity: Living 
Earth, you gain the Mold Earth cantrip and can cast it as a 
bonus action. 


GANESHA 


Hindu god of knowledge, wisdom, wealth, and luck. He has 
the head of an elephant and is the offspring of Shiva. 


GANESHA'S FAVOR 


Your race is now Loxodon in addition to your original race, 
granting you the following Loxodon racial features: 


e Trunk: You can grasp things with your trunk, and you can 
use it as a snorkel It has a reach of 5 feet, and it can lift a 
number of pounds equal to five times your Strength score. 
You can use it to do the following simple tasks: lift, drop, 
hold, push, or pull an object or a creature; open or close a 
door or a container; grapple someone; or make an 
unarmed strike. Your DM might allow other simple tasks 
to be added to that list of options. Your trunk can't wield 
weapons or shields or do anything that requires manual 
precision, such as using tools or magic items or 
performing the somatic components of a spell 

+ Keen Smell: Thanks to your sensitive trunk, you have 
advantage on Wisdom (Perception), Wisdom (Survival), 
and Intelligence (Investigation) checks that involve smell. 


GANESHA'S POWER 


Channel Divinity: Resplendent Fortune 

Grant nearby allies the ability to reroll low rolls. 

Duration: 1 hour (concentration) 

As an action, infuse nearby allies with Ganesha’s blessing. 
Attack rolls, skill checks, and saving throws made by allied 
creatures within 20 feet in which the d20 roll is less than 4 
can be rerolled. When a d20 is rerolled using this feature, this 
feature cannot be used again until the start of your next turn. 
Constitution saving throws made to maintain concentration 
on this feature may use this feature even if it has been used 
since the start of your last turn. 


GANESHA'S ADORATION 


While concentrating on Channel Divinity: Resplendent 
Fortune, you may simultaneously concentrate on a spell 
requiring concentration. While concentrating on a spell and 
this feature simultaneously, you make Constitution saving 
throws to maintain concentration for these effects separately. 


THE GREAT SPIRIT 


Native American and First Nations supreme god and ultimate 
life force. The Great Spirit is a principal deity with a wide 
variety of names who chooses “speakers” to facilitate 
communication with the supernatural. 


THE GREAT SPIRIT'S FAVOR 


You may use your reaction to add 1d6 to a saving throw made 
by a creature you can see within 30 feet. You must perform 
this roll before the result is determined. 


THE GREAT SPIRIT'S POWER 


Channel Divinity: Animal Spirit Guide 

Summon an incorporeal otter that can scout and cast your 
spells for you. 

Duration: 1 hour (concentration) 

As an action, call upon The Great Spirit for aid, who 
provides you with a spirit guide, which takes the form of an 
otter. The otter is incorporeal, swims through the air with a 
flying speed of 30 feet, can hear you and relay information to 
you telepathically, and obeys your telepathic commands to 
the best of its abilities. It cannot pass through magical 
barriers and is immune to all damage except force damage. 
This feature ends if you start your turn more than 120 feet 
away from the spirit guide or if the spirit guide takes any 
amount of force damage. 

When you cast a spell, you may have your spirit guide cast 
the spell for you. To do so, you must perform the spell as you 
normally would, but the spell is then cast from the position of 
the spirit guide and using the spirit guide's senses. 


THE GREAT SPIRIT'S ADORATION 


The spirit guide created by Channel Divinity: Animal Spirit 
Guide can concentrate on spells it casts for you. It can 
concentrate on one spell at a time. For your spirit guide to 
maintain this concentration, you must succeed on a 
Constitution saving throw at the start your turn of DC 6 plus 
one tenth of the number of feet between you and the spirit 
guide rounded up. 


HADES 


Greek god of the underworld and older brother of Zeus. He 
presides over the world’s wealth and is also called Pluto. 


HADEsS' FAVOR 


Twice per day, you can speak to a humanoid who has died. To 
do so, you must beseech Hades in prayer for a number of 
minutes equal to the CR or character level of the humanoid. 
The humanoid appears before you in a spectral form and can 
answer up to three yes or no questions or one open ended 
question before it is pulled back to the underworld. It knows 
only what it knew before being killed, but may be familiar 
with other denizens of the underworld or afterlife. 

Twice per day, you may grant yourself advantage on a 
Charisma (Persuasion) check to haggle the price of an item 
you would buy or sell. 


HADES' POWER 


Channel Divinity: Shades of the Underworld 

Summon shades that age and damage enemies while 
healing allies. 

As an action, unleash a torrent of shades that drain the life 
essence of foes within 20 feet. Enemy creatures must make a 
Constitution saving throw, taking 1d4 necrotic damage for 
each cleric level you have and aging 4410 years on a failed 
save. Allies within 20 feet are healed for an amount equal to 
your Wisdom modifier (minimum of 1) plus 2 for every 
enemy that was damaged by this feature. 


HADES’ ADORATION 


Enemies who are neither resistant nor immune to necrotic 
damage suffer -3 to Constitution saving throws related to 
Channel Divinity: Shades of the Underworld. Additionally, 
enemies damaged by this feature have disadvantage on 
Constitution saving throws for one hour and allies healed by 
this feature have advantage on Constitution saving throws for 
one hour. 


HEL 


Norse goddess of death and daughter of Loki. Also called 
Hela, she is more powerful than Odin in her own domain, the 
underworld. 


HEL's Favor 


You are considered undead for the purpose of all spells and 
effects and are unaffected by abjuration spells that would 
increase your current or maximum HP. When you die, you 
resurrect if you were not disintegrated and your maximum 
HP becomes half of what it was previously. If your maximum 
HP is less than one third of what your maximum HP would 
be normally, this effect does not trigger when you die. 


HEL's POWER 


Channel Divinity: Withering Demise 

Unleash a cone of necrotic damage that is more effective 
against wounded creatures. 

As an action, unleash a 30 foot cone of necrotic power. 
Creatures in the path of the cone must make a Constitution 
saving throw, taking 146 necrotic damage for each cleric level 
you have on a failed save or half as much on a successful one. 
Creatures below two thirds of their maximum HP (rounded 
up) have disadvantage on the Constitution saving throw, and 
creatures below one third of their maximum HP (rounded up) 
take additional damage equal to 1d6 plus your cleric level 


HEL's ADORATION 


If Channel Divinity: Withering Demise kills at least one 
creature, your current and maximum HP are increased by 
your cleric level. Additionally, whenever you kill a creature, 
your current and maximum HP are increased by half of its 
CR (rounded up) These effects cannot increase your 
maximum HP beyond an amount equal to your original 
maximum HP plus your cleric level. 


HERCULES 


Greek hero-turned-god of strength and heroes, famous for 
successfully completing a series of challenging tasks known 
as The 12 Labors of Hercules. He is also called Heracles. 


HERCULES' FAVOR : 
Your Strength is now equal to the greatest value among your 
Wisdom score, your Strength score, and 14 plus your 
proficiency bonus. Your body becomes extremely muscular 
and your size counts as Large when determining your 
carrying capacity and the weight you can push, drag, or lift. 

You may attempt a grapple as a bonus action, and creatures 
who have been grappled by you for more than one turn are 
Restrained. 


HERCULES’ POWER 


Channel Divinity: Mighty Throw 

Throw a creature or object, dealing damage on collision. 
As an action, you perform a throw of impossible strength. You 
may throw a creature or object of size large or smaller. 
Unwilling creatures must be grappled by you in order to be 
thrown. A medium-sized creature can be thrown up to 40 
feet. The thrown creature and creatures in the path of the 
throw must make a Dexterity saving throw, taking 1d6 
bludgeoning damage for each cleric level you have and 
becoming prone on a failed save or taking half as much 
damage on a successful one. If a thrown creature is small or 
tiny, maximum distance thrown is doubled and all damage 
dealt is halved. If a thrown creature is large, maximum 
thrown distance is halved and the damage for this feature 
becomes 1d8 damage for each cleric level you have. Thrown 
objects follow the rules for thrown creatures of equivalent 
mass. 


HERCULES' ADORATION 


Allied creatures thrown by Channel Divinity: Heroic Might 
gain resistance to bludgeoning damage during this feature. If 
the creature already has resistance to bludgeoning damage, it 
instead has immunity to bludgeoning damage during this 
feature, 


HERMES 


Greek messenger god also called Mercury. He is the herald of 
the gods and protector of travelers. 


HERMES' FAVOR 


You sprout wings from your feet and gain a flying speed equal 
to doubled your walking speed. If you end your turn in the air 
and nothing else is holding you aloft, you fall The wings are 
unobstructed by footwear of any kind, appearing fixed to the 
outside of any footwear you put on, or your bare feet if you 
aren't wearing footwear. 


HERMES' POWER > 


Channel Divinity: Godspeed 

Give a creature an extra turn. 

As an action, touch a willing creature. That creature may 
take an extra turn immediately after this one. Creatures 
affected by this feature cannot benefit from it again for 1 
hour. If you use this feature on yourself, you do not fall in 
between your consecutive turns. 


HERMES' ADORATION 


Creatures using a turn granted by Channel Divinity: 
Godspeed have their walking, swimming, flying, and climbing 
speeds doubled and do not provoke attacks of opportunity 
during turns granted by Channel Divinity: Godspeed. 


Egyptian God of Kings and sky and is the offspring of Osiris 
and Isis. The image of his eye is a symbol of protection. 


Horvus' Favor 


Your race is now Aarakocra in addition to your original race, 
granting you the following Aarakocra racial features: 


“Flight: You have a flying speed of 50 feet. To use this 
speed, you can’t be wearing medium or heavy armor. 

e Talons: Your talons are natural weapons, which you can 
use to make unarmed strikes. If you hit with them, you 
deal slashing damage equal to 1d4 + your Strength 
modifier, instead of the bludgeoning damage normal for 
an unarmed strike. 


Horvs' POWER 


Channel Divinity: Eyes of Sun and Moon 

Grant offensive buffs to allies on your right and defensive 
buffs to allies on your left. 

Duration: 1 minute (concentration) 

As an action, your right and left eyes glow orange and 
purple respectively, becoming the astral embodiment of the 
sun and moon. Allies within 20 feet gain effects based on 
which side of you they are on, with allies on the right 
receiving the effects of the Sun Eye and allies on the right 
receiving the effects of the Moon Eye. You are affected by 
both eyes. 

Allies affected by the Sun Eye may add 1d4 to any roll that 
uses their proficiency bonus and have advantage on Wisdom 
(Insight) checks. Allies affected by the Moon Eye may add 
1d4 to their AC whenever they are attacked and have 
advantage on Intelligence (Investigation) checks. 


Horvs' ADORATION 


During the day, allies affected by the Sun Eye may use a d6 
instead of a d4 for this feature. During the night, allies 
affected by the Moon Eye may use a d6 instead of a d4 for 
this feature. 


HUITZILOPOCHTLI 


Aztec God of sun and war He is the most fearsome of the 
Aztec deities, is depicted with blue skin, and is associated 
with eagles. 


HUITZILOPOCHTLI'S FAVOR 


Your skin (or fur, scales, or feathers) take on a bright blue 
color, As an action, you may transform into an eagle (you are 
still bright blue). You may end the transformation at any time 
as a free action. If you take damage, the transformation ends 
and the damage you received is immediately applied to your 
current hit points. When your transformation ends, you must 
wait 10 minutes before you can use it again. 


HUITZILOPOCHTLI'S POWER 


Channel Divinity: Power Through Sacrifice 

Pay HP to triple one of your spells. 

As an action, lose any amount of HP. You may not choose 
an amount that would reduce your HP below 1. You may then 
immediately choose one of your prepared cleric spells with a 
casting time of one action, which will then be cast 3 times 
simultaneously. 

You must pay the component costs for the chosen spell as if 
you had cast it only once. The level of the spell must be one 
fifth of the amount of HP you lost rounded down. The spell 
does not consume a spell slot to cast and you may choose 
different targets for each copy of the spell. If the spell 
requires concentration to maintain, you lose concentration on 
all but one copy of the spell at the end of your turn. 


HUITZILOPOCHTLI's ADORATION 


If the spell selected for Channel Divinity: Power Through 
Sacrifice is a cantrip and you paid at least 10 HP, this feature 


creates 5 copies of the cantrip instead of 3, You may select 
any cleric cantrip for this feature regardless of whether it is 
prepared or not. 

Twice per day, if you pay double the necessary HP to use a 
spell chosen for this feature, you may use this feature without 
consuming a usage of Channel Divinity. 


INDRA 


Hindu god who is lord of the heavens and the gods who dwell 
there. He is associated with weather and storms and is most 
famous for slaying a great evil with his lightning bolt arrows. 


INDRA'S FAVOR 


Creatures that take damage from you take an additional 1d6 
lightning damage. 

You know the Shillelagh cantrip and it is prepared for you 
as a cleric spell. 


INDRA'S POWER 


Channel Divinity: Indra’s Arrow 

Call down a powerful lightning bolt to deal area damage. 

As an action, call down lightning from the sky to strike a 
point you can see within 60 feet. Creatures within 10 feet of 
the chosen point must make a Dexterity saving throw, taking 
1d6 lightning damage for each cleric level you have on a 
failed save or half as much on a successful one. The damage 
of this feature is increased by an amount equal to your 
Wisdom modifier (minimum of 1) for creatures within 5 feet 
of the chosen point. The affected area becomes difficult 
terrain. This feature fails if used indoors. 


INDRA'S ADORATION 


When you use Channel Divinity: Indra’s Arrow, you may select 
up to two creatures within its radius to be unaffected by this 
feature. If you are inside the radius of this feature, you regain 
an expended spell slot of third level or lower. Additionally, 
creatures at full HP who would take damage from this 
feature take an additional 1d12 damage. 


Isis 


Maternal Egyptian goddess who presides over mourners and 
the protection of the kingdom. She is the mother of Horus 
and consort of Osiris, whom she revived 


Isis' FAVOR 


Whenever you heal a creature, it heals an additional amount 
equal to 2 plus your Wisdom modifier (minimum of 1). 
Whenever a creature is healed by this feature, you gain 
temporary hit points equal to the amount healed. 


Isis' POWER 


Channel Divinity: Rite of Preservation 

Boost the defenses of allies in a small area. 

Duration: 1 minute (concentration) 

As an action, choose a point you can see within 30 feet. 
The area within 5 feet of the point becomes showered with 
the golden pinions of Isis. Allies in the area gain the 
following: 


* ‘cover from enemies inside the area 

* %cover from enemies not inside the area 

* Healing at the beginning of your turn for an amount equal 
to their Wisdom modifier (minimum of 1) 


Is1s' ADORATION 


If you are inside the area created by Channel Divinity: Rite of 
Preservation, allied creatures who are inside the area also 
gain +2 to Constitution saving throws and take no damage if 
they would normally take half damage on any successful save. 


THE JADE EMPEROR 


Taoist and East Asian representation of the supreme god. To 
vanquish the greatest evil he cultivated his Tao through 3000 
trials, each of which lasted 3 million years. 


THE JADE EMPEROR'S FAVOR 


The Jade Emperor grants you the power of golden 
immortality, causing you to become very aged but in perfect 
health, which grants you immunity to disease and any 
magical aging effects. Additionally, if your HP would become 
zero, it instead becomes 1 and you gain immunity to all 
damage until the start of your next turn. This effect can only 
occur once per day. 


THE JADE EMPEROR'S POWER 


Channel Divinity: Jade Principles Golden Script 

Fire beams which heal allies and damage enemies. 

As an action, mete out reward for the righteous and 
punishment for the guilty according to The Jade Emperor's 
sacred system of divine merit. Radiant beams of light are 
fired from your outstretched hand at up to 5 creatures you 
can see within 20 feet equal to your proficiency bonus. Allies 
targeted by the beams are healed for 1d6 for each cleric level 
you have, Enemies targeted by the beams must make a 
Constitution saving throw, taking 1d6 radiant damage for 
each cleric level you have on a failed save or half as much on 
a successful one. 


THE JADE EMPEROR'S ADORATION 


Enemies with a chaotic alignment have disadvantage on 
Constitution saving throws related to Channel Divinity: Jade 
Principles Golden Script. Allies with a lawful alignment are 
cured of a disease or any one of the following when they are 
healed by this feature: Blindness, Deafened, Petrified, or 
Poisoned. 

Additionally, you may target one additional target with 
Channel Divinity: Jade Principles Golden Script. 


Jesus 


The son of Yaweh who came as both fully God and fully man, 
performed miracles, revealed the nature of Yaweh, and 
restored the relationship between man and Yaweh through 
his sacrificial death. He endows humans with his own nature. 


Jesus' FAVOR 


You and any creatures you are touching can walk on water or 
any other liguid. Once per day, you may resurrect instead of 
dying, appearing 1d4 hours later at a location of your 
choosing that you have visited in the last 3 days. 


Jesus' POWER 


Channel Divinity: Heal the Sick 

Completely heal and cure a creature in the name of Jesus. 

As an action, touch a creature that is not undead or a fiend. 
The creature is healed to full HP and cured of any disease, 
curse, effect that reduces its maximum HP or ability scores, 
or status conditions listed among the following: Blindness, 
Paralysis, Deafened, Petrified, and Poisoned. Until the end of 
your turn, your speed becomes 0 and you cannot perform a 
bonus action. This feature fails if you moved or used a bonus 
action this turn, If you target yourself with this feature, you 
suffer one level of exhaustion. 


Jzsus' ADORATION 


Channel Divinity: Words of the Teacher 

Spend 10 minutes teaching in order to grant a powerful 
defensive boost to allies. 

Empower your allies by spending 10 minutes teaching 
parables. When you use this feature, choose up to twelve 
friendly creatures within 30 feet of you who can see, hear, 
and understand you. The selected creatures roll a d4 and add 
the result to their saving throws for the next two hours or 
until you use this feature again. Creatures that roll a 4 also 
gain +2 AC for the duration. 


KRISHNA 


Hindu god of compassion, tenderness, and love. He is the 
eighth avatar of Vishnu and one of the most widely celebrated 
and worshiped Gods in all of Hinduism. 


KRISHNA's FAVOR 


When you cast a spell that restores HP or cures a condition, 
roll a d8. If the result is 8, the following occurs: 


* Ifthe spell would restore HP, the amount of HP restored 
is doubled. 

© Ifthe spell would consume a spell slot, the spell slot is not 
expended by casting the spell. 

© Ifthe spell has a casting time of one action or one bonus 
action, the spell's casting time becomes a free action. 


KRISHNA'S POWER 
Channel Divinity: Echoing Mercy 

Distribute special dice to allies which heal immediately and 
heal again on your next turn. 

As an action, you gain a number of Mercy Dice—which are 
d6—equal to your cleric level, which you may then distribute 
any way you wish among allied creatures you can see within 
30 feet. Allies immediately roll their Mercy Dice and are 
healed for an amount equal to the result. At the beginning of 
your next turn, allies reroll their Mercy Dice and are healed 
for the result. 


KrisHNA's ADORATION 


When Mercy Dice are rolled by an ally that is at full HP, the 
Mercy Dice instead grant temporary hit points. This feature 
may not grant an amount of temporary hit points to a 

creature that is greater than 5 plus double your cleric level 


LOKI 


Norse God of trickery and deception. He is the adoptive son 
of Odin and brother of Thor. 


Lox1's FAVOR 


You know the Vicious Mockery and Minor Illusion cantrips. 
When you take damage from an enemy, you may use your 
reaction to cast Vicious Mockery targeting that enemy, While 
at full HP, you may ignore the somatic component 
requirements of Minor Illusion. 

Additionally, you have advantage on Dexterity (Sleight of 
Hand) checks. 


Lox1's POWER 


Channel Divinity: Trickster’s Feint 

Create a mobile illusion whose location you can assume. 

Duration: 2 hours (concentration) 

As an action, create an illusion of yourself at your location, 
which you then control, You may see and hear through the 
illusion and your original body at the same time, but you may 
not move or act using your original body until the illusion 
ends. The illusion can perform any actions you can and gains 
a copy of any weapons, clothing, and armor you have, which 
disappear after 1 minute if they become separated from the 
illusion. The illusion has HP equal to 5 plus your cleri 
and ends if it moves over one mile away from your ori 
body or if its HP becomes 0. When the illusion ends, you may 
choose to instantly appear where the illusion was. The 
illusion takes damage whenever it casts a spell for you equal 
to 2 plus the level of the spell. 


Loxi's ADORATION __ 
When you use Channel Divinity: Trickster’s Feint, you may 
select either yourself or the illusion to become invisible for 
the duration of this feature. Invisibility for your illusion ends 
if it attacks or takes damage. 


MARDUK 


All-seeing Mesopotamian god of compassion and justice. He 
led the fight against his mother, Tiamat, and killed her, 
becoming King of Gods. 


Marpux's Favor 


You have blindsight out to a radius of 30 feet and cannot be 
surprised. Additionally, you cannot become Frightened of 
dragons or fiends and have advantage on your first weapon or 
spell attack made on your first turn in combat against 
dragons or fiends. 


MARDUK'S POWER 


Channel Divinity: Imhullu, Wind of the God-Killer 

Extremely high damage ability that must be detonated. 

As an action, blast a creature you can see within 10 feet 
with the sacred wind Imhullu, which has no effect until it is 
detonated. Imhullu detonates when the affected creature is 
critically hit by an attack, takes damage from one of your 
weapon attacks, or takes piercing damage while Grappled. 
When Imhullu detonates, the affected creature must make a 
Constitution saving throw, taking 2d8 force damage for each 
cleric level you have on a failed save or half as much on a 
successful one. Imhullu lasts until detonated or until one 
minute has passed without detonation. 


MARDUK'S ADORATION 


When a creature makes a Constitution saving throw because 
of Channel Divinity: Imhullu, Wind of the God-Killer, the 
result is reduced by an amount corresponding to its size 
according to the following: 


e Small: -1 
Medium: -3 
Large: -5 

Huge: -8 
Gargantuan: -12 


Nyx 


Greek primordial deity and personification of night, also 
called Nox. She is a daughter of Chaos and is feared even by 
the Gods of Olympus. 


Nyx's FAVOR 


You can see normally in natural and magical darkness for a 
range of 300 feet. During nighttime, you gain +1 to AC and all 
saving throws and you negate the effects of Darkvision for 
creatures making a Wisdom (Perception) check to determine 
your location. 


Nyx's POWER 


Channel Divinity: Umbral Tide 

Unleash magical darkness that heals allies and can cause 
enemies to become Frightened. 

As an action, release waves of darkness in a 30 foot radius 
centered on yourself. Allies in the affected area are healed for 
1d4 for each cleric level you have. Enemies in the affected 
area must make a Wisdom saving throw, taking 1d6 plus your 
cleric level psychic damage and becoming Frightened of you 
until the start of your next turn on a failed save. The area 
affected by this feature becomes filled with the essence of 
night for 10 minutes, turning dim light into darkness and 
bright light into dim light and creating nighttime for the 
purpose of spells and effects such as Nyx's Favor. 


Nyx's ADORATION 


Allies who are already at full HP when they are affected by 
Channel Divinity: Umbral Tide are granted temporary HP 
equal to 2d6 plus your cleric level. Additionally, enemies 
without Darkvision, Blindsight, Truesight, or Tremorsense 
have disadvantage on Wisdom saving throws related to 
Channel Divinity: Umbral Tide. 


ODIN 


One-eyed principle norse God who sees all that happens and 
rewards the worthy with entrance to his afterlife hall of 
Valhalla. He is called the Allfather. 


Opin's FAVOR 


When you gain Odin, all stacks of exhaustion end for you. 
Your right eye is now missing, but you have blindsight for a 
radius of 30 feet and can read any written language. 


ODIN'S POWER 


Channel Divinity: Guidance of the Allfather 

Negates the effects of disadvantage for nearby allies’ skill 
checks and attack rolls. 

Duration: 10 minutes: (concentration) 

As an action, create an aura that supplies nearby allies with 
the mystic guidance of Odin. Allies within 30 feet of you gain 
advantage on all skill checks and attack rolls that have 
disadvantage imposed on them for any reason. When an ally 
benefits from this feature, it is unaffected by this feature for 
the rest of the turn, 


ODIN'S ADORATION 


Channel Divinity: Epiphany from Yggdrasil 

Gain any spell or proficiency at the cost of HP. 

As an action, lose HP to gain profound knowledge from the 
World Tree in the form of your choice of either a spell or 
proficiency. If you choose to gain a spell, you may select a 
spell from any class, which is then added to your prepared 
cleric spells. If you choose to gain a proficiency, you may 
select any saving throw, skill, weapon, tool, vehicle, game, or 
instrument in which you are not already proficient and 
immediately gain proficiency in it. This feature deals damage 
to you according to your choice, which cannot be mitigated by 
any source. If you chose a spell, the damage is equal to 5 plus 
the level of the spell. If you chose a proficiency, the damage is 
equal to 5 plus your proficiency bonus. The effects of this 
feature end when you lose Odin. 


OLORUN 


Head of the Yaruba pantheon and most powerful of all Yaruba 
gods. Connection with Olorun is the highest task and richest 
reward for any mortal 


O.orun's FAVOR 


Worshippers of Olorun can be found across inumerable 
cultures stretching to every corner of the world. The prayers 
of these worshippers fill you with understanding as they 
make their way to Olorun, granting you advantage on 
Intelligence (History) and Intelligence (Religion) checks. 

Allies have half cover while within 5 feet of you. You 
yourself do not benefit from this feature unless you are below 
one third of your maximum HP (rounded down). 


O.orun's POWER 


Channel Divinity: Sublime Juxtaposition 

Appear beside an ally in danger with the ability to redirect 
some of the damage received onto yourself. 

As a reaction, teleport to the side of an ally taking damage. 
The ally must be one you can see within 90 feet. This feature 
occurs after damage taken by the ally is calculated but before 
hit points are reduced. You instantly teleport to an 
unoccupied space within 5 feet of the ally and may then 
redirect up to half of the damage to yourself instead. Damage 
dealt to you by this effect can be mitigated by immunity and 
resistance but cannot be reduced by any other effect. 


OLorun's ADORATION 


The range of Channel Divinity: Sublime Juxtaposition is 
doubled. When you use Channel Divinity: Sublime 
Juxtaposition, roll a d20. If the result is 11 or above, you 
regain one usage of Channel Divinity. If the result is also 16 
or above, you may redirect any amount of the damage instead 
of only up to half. 


OSIRIS 


Egyptian God of fertility, agriculture, resurrection, and life. 
He is the consort of Isis, who brought him back to life after he 
was killed by Set. 


Ostris' FAVOR 


You are immune to necrotic damage and your body cannot be 
disintegrated. Spells that would heal, cure, or revive you may 
ignore material components worth 100 gold or more to do so. 


Osrris' POWER 


Channel Divinity: Return from the Dead 

Resurrect a humanoid. 

Spend 30 minutes praying while touching the body of a 
humanoid that has been dead for less than two days to bring 
that creature back to life, restoring all hit points and missing 
body parts and cleansing all natural ailments. The soul of the 
creature must be free to return, but it does not need to be 
willing to return. 


OSIRIS’ ADORATION 


Channel Divinity: Return from the Dead can now resurrect 
humanoids who have been disintegrated. To do so requires 
the body of a humanoid who has been dead for less than a 
day, whom the soul that is being resurrected will now occupy. 

Additionally, the casting time for this feature is halved if a 
creature who cares deeply for the target of this feature is 
within 10 feet for the duration of the casting time. 


POSEIDON 


Trident-wielding Greek god of the seas and brother of Zeus 
and Hades. He is also called Neptune and is considered to be 
one of the most temperamental Greek gods. 


PosEIDON's FAVOR 


You gain a swim speed of 60 feet and can breathe 
underwater. You know the Shape Water cantrip and it is 

prepared for you as a cleric spell, and you may cast Shape 
Water as a bonus action. You have frequent mood swings. 


POSEIDON'S POWER 


Channel Divinity: Crashing Wave 

Knock creatures back with a blast of water. 

As an action, unleash a surging torrent of water in a 30 foot 
cone. Creatures in the area of the cone must make a Strength 
saving throw, becoming prone and knocked back to the 
maximum range of the wave plus an additional 5 feet on a 
failed save.Huge and gargantuan creatures automatically 
succeed on this saving throw and and small and tiny 
creatures have disadvantage on this saving throw. Creatures 
that are knocked back take 1d6 force damage for each cleric 
level you have if they collide with a wall or heavy object. This 
feature creates 10,000 gallons of water in the vicinity in 
which the cone was fired. 


PosEIDON's ADORATION 


The range of the cone of Channel Divinity: Crashing Wave is 
increased to 40 feet and the amount of water created is 
increased by 5000 gallons. When you use Channel Divinity: 
Crashing Wave, you may designate up to 3 creatures to be 
unaffected by this feature, and you may ride the wave created 
by this feature, arriving safely at any unoccupied location in 
the area of the cone. 


QUETZALCOATL 


Mesoamerican winged serpent-dragon god of life and death. 


QUETZALCOATL's FAVOR 


Your race is now Yuan Ti Pureblood in addition to your 
original race, granting you the following Yuan Ti Pureblood 
racial features: 


e Magic Resistance: You have advantage on saving throws 
against spells and other magical effects. 

e Poison Immunity: You are immune to poison damage and 
the poisoned condition. 


QUETZALCOATL'S POWER 


Channel Divinity: Venom of the Serpent God 

Infuse a weapon with lifestealing poison. 

Duration: 1 hour (concentration) 

As an action, touch a weapon, which then becomes infused 
with a microscopic drop of Quetzalcoatl’s venom. When a 
creature takes damage from a weapon attack made using a 
weapon affected by this feature, it takes 1d12 plus your cleric 
level poison damage. Affected creatures additionally must 
make a Constitution saving throw against your spell save DC 
at the end of each of their turns, taking 1d6 plus your cleric 
level poison damage on a failed save and ending the effects of 
this feature for themselves on a successful one. The weapon 
affected by this feature heals the creature wielding it for half 
of all poision damage dealt by this feature. If the weapon isn't 
already a magic weapon, it becomes one for the duration. 


QUETZALCOATL'S ADORATION 


Poison from Channel Divinity: Venom of the Serpent God is 
more potent than poisons of the mortal world, ignoring 
resistance against poison and treating immunity to poison as 
if it were resistance. Additionally, weapons affected by this 
feature gain +2 to attack rolls. 


Egyptian god of the sun, order, kings, and sky. He has the 
head of a falcon. 


Ra's Favor 


You may, at any time you wish, radiate a warm, soft light. 
Whenever you are emitting this light, dim light becomes 
bright light and darkness becomes dim light for a range of 30 
feet. Wisdom (Perception) checks made to see you while you 
emit light automatically succeed. While emitting light, your 
healing spells and abilities heal additional HP equal to your 
Wisdom modifier (minimum of 1) and you are resistant to 
radiant and necrotic damage. 


Ra's POWER 


Channel Divinity: Glory of the Sun King 

Call down a beam of sunlight that heals and relieves 
ailments. 

As an action, cause a heavenly beam of sunlight to shine 
down on a 5-foot radius area you can see within 120 feet. 
Allies in the area are cured of any one of the following: 
Blinded, Deafened, Paralyzed, Poisoned, a disease, or a level 
of exhaustion. Allied creatures in the beam are also healed 
for 1d4 for each cleric level you have. If a creature has none 
of these ailments, the amount healed is instead 1d8 for each 
cleric level you have. This feature fails if used indoors. 


Ra's ADORATION 


If you are in the area of the beam from Channel Divinity: 
Glory of the Sun King, the radius of the beam doubles. 
Additionally, enemy creatures caught in the beam become 
marked by the light of the Sun King, making it easier to hit 
them. Until the start of your next turn, weapon and spell 
attacks targeting a marked creature may add 146 to their 
weapon and spell attack rolls and Wisdom (Perception) 
checks made to locate marked creatures automatically 
succeed. 


Seventh avatar of Vishnu, called the Supreme Being. He is 
considered the greatest archer across all mythologies and his 
most heroic feat was the rescue of his wife from a demon. 


Rama's FAVOR 


Your gender is now male. As a bonus action, you may cause a 


creature you can see within 30 feet to suffer disadvantage on 
its next saving throw this turn. 


RaMA's POWER 


Channel Divinity: Heroic Rescue 

Use Sharanga to damage an enemy and rescue an ally. 

As an action, Rama's own bow, Sharanga, appears in your 
hands, which you may immediately fire at an enemy you can 
see within 600 feet. The creature must make a Dexterity 
saving throw, taking 1d6 piercing damage for each cleric level 
you have on a failed save or half as much on a successful one. 
When a creature takes damage from Sharanga, you may 
choose any ally within 5 feet of that creature to be instantly 
teleported to an unoccupied space within 5 feet of you. 
Sharanga returns to Rama once fired. Objects you are 
holding float beside you when you use this feature and return 
to your hands once Sharanga disappears. 


Rama's ADORATION 

Channel Divinity: Heroic Rescue deals additional radiant 
damage equal to your Wisdom modifier (minimum of 1) 
Additionally, you may use a spell slot instead of a usage of 
Channel Divinity to use this feature. The spell slot level must 
be at least 4th level and deals half damage unless it is at least 
6th level 


SET 


Egyptian god of trickery, disorder, and storms. He is the 
brother of Osiris and rival of Horus. H is depicted with a 
canine head and is also known as Seth. 


Set's FAVOR 
You have advantage on Charisma (Deception) checks. As a 


reaction, you may impose disadvantage on a Wisdom 
(Insight) check made by another creature. 


SET'S POWER 


Channel Divinity: Treacherous Trade 

Instantly swap places with another creature. 

As an action, instantly trade places with a creature that you 
can see within 60 feet. If the creature is unwilling, it must 
succeed on a Charisma saving throw to resist the effects of 
this feature. After trading places, creatures maintain any 
momentum they had before the swap. Held and worn objects 
stay with the creatures that were holding or wearing them 
before the swap occurred. 


Set's ADORATION 


When you use Channel Divinity: Treacherous Trade, you may 
do one of the following: 


e Trade a held item with another held item of comparable 
size (ex: a guitar for a crossbow). 

* Trade a worn item with another worn item of comparable 
placement (ex: a hat for a helmet). 

+ Trade an amount of HP less than or equal to your cleric 
level, causing one creature's HP to increase and the 
other's to decrease 

e Trade a single magical buff or condition from one creature 
to the other, 


The selected feature fails if anything would otherwise 
prevent the trade, such as no free hand to hold an item, a 
curse that would prevent trading an item, or any feature or 
trait that would prevent a specific buff from being placed on 
the creature that it is attempting to be traded to. 


SHIVA 


Hindu god known as the "The Destroyer" who transforms the 
universe and is the patron god of meditation and yoga. He is a 
member of the Trimurti alongside Brahma and Vishnu. 


SHIVA'S FAVOR 


Creatures slain by you are instantly disintegrated. While 
prone, you gain resistance to psychic damage and +2 to all 
saving throws, 


SHIVA'S POWER 


Channel Divinity: The Destroyer’s Pose 

Assume a yoga pose that turns you into a powerful turret. 

Duration: 10 minutes (concentration) 

As an action, assume a yoga pose taught by Shiva himself 
to only his favorite and most faithful adherents. You must be 
prone to use this feature and cannot attempt to move or take 
any other kind of action until this feature ends. 

When you end your turn while concentrating on this 
feature, the power to unmake the universe surges outward 
from your pose as currents of pure magical energy. Select up 
to 5 creatures within 60 feet. You may target creatures you 
cannot see if you are roughly aware of their locations. The 
selected creatures take 1d6 force damage for each cleric level 
you have. If you target only one creature, that creature rolls 
with disadvantage. 


SHIVA'S ADORATION 


Shiva invests you with the power to destroy impurities within 
the mind. Allies targeted by Channel Divinity: The Destroyer’s 
Pose are not damaged but are instead cured of one of the 
following effects: Frightened, Charmed, drunkeness, 
madness, or magically-induced sleep. 


SuN WUKONG 


The legendary mythical monkey king, a chinese trickster god 
with superhuman attributes and shape-changing capabilities. 


Sun WuKoNG's Favor 


You sprout a monkey tail The tail can function as an arm for 
tasks such as holding objects and making weapon attacks. 
Your Dexterity is now equal to the greatest value among your 
Wisdom score, your Dexterity score, and 14 plus your 
proficiency bonus. You must only succeed on only two death 
saving throws instead of three in order to stabilize. 


Sun WuKkonc's POWER 


Channel Divinity: Legendary Shapeshifter 

Shapeshift into a creature or object. 

Duration: 1 hour (concentration) 

As an action, shapeshift into any form or object with mass 
less than a 5 foot cube of water. The form cannot be more 
mechanically complex than a mousetrap, cannot have volatile 
properties such as extreme heat or radioactivity, and cannot 
become separated from parts of itself such as an arrow fired 
from a bow or wine poured from a bottle. While shapeshifted, 
you have the non-magical properties of the form you have 
taken. The transformation ends if you take damage. While 
shapeshifted in the form of a humanoid whose voice you have 
heard before, you may copy the speaking voice of the 
humanoid for the entirety of the transformation by 
succeeding on a DC 15 Charisma (Performance) check. 


Sun Wukong's ADORATION 


Channel Divinity: Cloud Trapeze 

Leap a tremendous distance. 

As an action, leap a number of feet less than or equal to 
10d6 plus your walking speed. You may instead leap vertically 
up to half of the leap distance. If you land within 5 feet of a 
creature, you may make a single melee weapon attack against 
that creature as a free action. The attack roll and damage for 
this weapon attack are increased by your Wisdom modifier 
(minimum of 1) and the damage of this attack counts as 
magical for the purpose of overcoming resistance and 
immunity. When you use this feature, you become immune to 
fall damage until the end of your turn. 


THOR 


Norse god of thunder, strength, and the protection of 
mankind. He wields the hammer Mjölnir and is a son of Odin 
and brother of Loki. 


THor's Favor 


Your weapon attacks deal bonus lightning damage based on 
your cleric level according to the following: 


e Ist Level: 1d6 
e 6th Level: 2d6 
e 12th Level: 3d6 
* 18th Level: 4d6 


THoR's POWER 


Channel Divinity: Stormbringer 

Strike foes around you with lightning while knocking them 
off their feet. 

As an action, strike the ground with your fist or a melee 
weapon, calling down a furious blast of lightning on your 
location, Creatures within 15 feet of you must make a 
Dexterity saving throw. On a failed save, a creature takes 1d6 
lightning damage for each cleric level you have and, if its size 
is large or smaller, is knocked back 5 feet and becomes 
prone. On a successful save, a creature takes half damage 
and suffers no other effects. You may designate any number 
of creatures to be unaffected by this feature. This feature fails 
if used indoors. 


THor's ADORATION 


For one minute after using Channel Divinity: Stormbringer, 
you gain immunity to lightning damage and deal 1d6 plus 
your cleric level lightning damage to any enemy creature 
within 5 feet when it deals damage to you. A creature 
damaged by this feature cannot be damaged by it again in the 
same turn. 


TIAMAT 


Mesopotamian malevolent draconic sea goddess who is the 
embodiment of chaos and evil She led dragons in a war 
against her children. When she died, the world was created 
from her corpse. 


TraMat's FAVOR 


If you take damage that causes your HP to become 0, choose 
a number of allied creatures within 45 feet less than or equal 
to your proficiency bonus. Those creatures are healed for 
1d12 plus your cleric level. You may not target yourself with 
this feature. Additionally, you have advantage on Charisma 
(Intimidation) checks against dragons and disadvantage on 
Charisma (Persuasion) checks against celestials, 


TIAMAT'S POWER 


Channel Divinity: Chaos Unleashed 

Shoot 5 elemental bolts at your enemies. 

As an action, release 5 bolts of elemental magic, one each 
of fire, lightning, cold, acid, and poison, which arc out from 
your body in wild directions and twist through the air to 
strike your foes. Choose a point that you can see within 30 
feet for each of the 5 bolts. Creatures within 5 feet of a 
chosen point must make a Dexterity saving throw, taking 1d6 
damage of the corresponding bolt type for each cleric level 
you have on a failed save or half as much on a successful one. 
Creatures hit by multiple bolts take damage normally from 
any one of the hitting bolts of your choice and 1⁄4 damage from 
all other bolts. 


TIAMAT'S ADORATION 


The range of Channel Divinity: Chaos Unleashed is doubled. 
Dragons hit by Channel Divinity: Chaos Unleashed take 
maximum damage from this feature. If a dragon is hit by 
multiple bolts, it only takes maximum damage from the bolt 
you chose to deal its damage normally. 


YAHWEH 


The Judeochristian god who created the universe and made 
mankind in his image. He forms covenants with mankind and 
embodies love. 


YAHWEH'S FAVOR 

Yahweh empowers you to challenge false gods, thwart 
demons, and cleanse the land of idolatry. Fiends and 
creatures who draw power from or serve fiends have 
disadvantage on attack rolls against you and you have 
advantage on saving throws against their spells. 


YAHWEH'S POWER 
Channel Divinity: Swords to Plowshares 

Distribute special dice among your allies which can 
increase AC or a saving throw once per round 

Duration: 10 minutes (concentration) 

As an action, grant a Protection Die to up to 5 allies within 
30 feet. Protection Dice are d6. When an ally with a 
Protection Die becomes the target of an attack, the ally may 
roll their Protection Die before the attack roll is performed 
and add the result to their AC for the duration of the attack. 
When an ally with a Protection Die must make a saving 
throw, the ally may roll their Protection Die before the saving 
throw is rolled and add the result to the saving throw. Allies 
may only use their Protection Dice once per round of combat 
and cannot use their Protection Dice if they are farther than 
30 feet away from you. 


YAHWEH'S ADORATION _ 

Channel Divinity: Swords to Plowshares now gives 
Protection Dice to up to 6 allies instead of 5, and allies may 
use their Protection Dice if they are up to 45 feet away from 
you, Additionally, any roll of 1 by Protection Dice can be 
treated as a 2 instead. 


ZEUS 


Greek God of the sky who wields lightning bolts. He is the 
father of gods and humans and presides over Mount Olympus 
as its chief god He is also called Jupiter. 


Zrus' FAVOR __ g sN 
If you would take lightning damage, you instead heal for half 
of the damage you would have taken rounded down. 
Additionally, when you heal because of this feature, your next 
damaging spell or weapon attack deals an additional 1d8 
lightning damage to the first target hit. 


ZEUS' POWER 


Channel Divinity: Lord of Lightning 

Throw one of Zeus’ mighty lightning bolts. 

As a bonus action, reach a free hand straight above your 
head and call down lightning from the heavens that 
materializes in your hand as a solid bolt of lightning. The 
lightning bolt deals 1d6 plus your Wisdom modifier 
(minimum of 1) lightning damage to you when it materializes 
in your hand. The lightning bolt disappears at the end of your 
turn if not thrown. 

The lightning bolt may be thrown as an action at a creature 
you can see within 120 feet, which must then make a 
Dexterity saving throw, taking 1d12 lightning damage for 
each cleric level you have on a failed save or half as much on 


a successful one. 


ZEUS' ADORATION 


The lightning bolt created by Channel Divinity: Lord of 
Lightning is a weapon of the gods, boasting unmatched speed 
and divine power. The lightning bolt ignores resistance to 
lightning. and treats immunity to lightning damage as 
resistance to lightning damage. 


Norte To THE PLAYER 


GUIDELINES 

To create the sense of randomness offered by this subclass, 
the data for this class, especially the features for the Gods of 
the Multiverse, is quite large. Don't be intimidated by the 
sheer word count of the data for the subclass or feel like you 
need to have read all of it in order to play. Figuring out what a 
specific God does as one acquires it is happily in line with the 
flavor of the Multiverse Domain. 

As a general rule, the Multiverse Domain cleric can count 
as his or her own ally or allied creature for the purposes of 
affecting or selecting creatures with features related to this 
class unless otherwise stated. 

Most of the features of the Multiverse Domain scale 
directly with cleric level. Feel free to multiclass, but rest 
assured that your Multiverse Domain cleric will remain 
relevant at all stages of the game as a monoclass character. 


ROLEPLAYING 

The heart and soul of the Multiverse Domain, and veritably 
what makes it unique, is the frequently changing and 
sometimes dramatically transforming impact that the gods 
have on the Multiverse Domain player. One moment her skin 
is bright blue, the next she has a beard, and tomorrow she 
will glow like a lightbulb, When roleplaying as a Multiverse 
Domain cleric, feel free to lean into all the ways a given god 
might influence your character. Use your latest god’s features 
as a foundation for roleplaying, but don’t be afraid to add on. 
Maybe while you have Poseidon your character is constantly 
thirsty, Maybe while you have Bast your character routinely 
grooms himself like a cat (bonus points for modeling this at 
your dnd table), 


Do Gods CHANGE My ALIGNMENT? 

The answer here is somewhere between "no" and 
"slightly." When roleplaying, try to avoid 
significantly modifying your character's alignment. 
Having Tiamat as your temporary god might make 
you perform an unnecessary Intimidation check or 
two, but not burn down an orphanage or betray a 
beloved NPC. Unless, you know, your character was 
going to do that anyway. 


C 
A FINAL NOTE 

The sometimes chaotic and ever-changing Multiverse 
Domain is at its best when used as a tool to engage with 
other members of your adventuring party. Think about how 
your latest god might change the way you interact with or 
view other party members. Use the impact of your latest 
divine patron to jump into a roleplaying exchange or dialogue 
with the player with whom your character has thus far had 
the least direct interaction. Dungeons & Dragons is at its best 
when players look for ways to shine the spotlight on their 
companions instead of just their own characters. If you look 
at the Multiverse Domain as an opportunity to do exactly that, 
you're in for a really fun campaign. 


Norte To THE DM 


BALANCE 

Compared to other cleric subclasses, Multiverse Domain is 
designed around offering fewer passive mechanics in lieu of 
powerful Channel Divinity features, which are greatly 
balanced by the nature of Channel Divinity as a finite 
resource. In adventures with frequent short and long rests, 
Multiverse Domain clerics will feel both powerful and 
chaotic. In adventures with fewer rests, Multiverse Domain 
clerics will feel like a base class cleric with a “big red button” 
option to significantly contribute to the party's combat 
potential when it matters most. 

If you feel your Multiverse Domain player is 
underperforming, consider rewarding them with an Amulet 
of the Devout (or any other magic item that increases the 
number of times Channel Divinity features may be used) and 
creating encounters that cause a well-placed Channel Divinity 
usage to have a significant payoff. 


Is THIS SUBCLASS OVERPOWERED? 
Hopefully not. Homebrewed material tends to fall 
under the scrutinous eye of players and DMs alike 
who oftentimes tend to view homebrewed content 
that is not measurably underpowered as explicitly 
overpowered. Great care was taken to balance this 
subclass so that it is fun to play, maintains 
relevance at all levels, and performs fairly when 
compared to its cleric subclass peers. 


ee 
WORLDBUILDING 

It is possible that the plot of your campaign may conflict with 
one or more Gods from this subclass working in the party's 
favor. For example, if your adventurers are on a quest to 
somehow fell the awesome, terrifying Aspect of Tiamat, then 
it would not make sense for Tiamat herself to offer her power 
to the party through the Multiverse Domain cleric. In these 
cases, simply have your Multiverse Domain player reroll on 
the Gods of the Multiverse table if they roll a god that 
conflicts with your campaign or world. 

Ona similar note, individual gods may easily be “swapped 
out” for your own campaign’s divine counterparts if you feel it 
would benefit immersion and worldbuilding. For example, if 
you are running an Elder Scrolls campaign and your 
Multiverse Domain player just rolled Nyx, the greek goddess 
of night, you may decide to replace Nyx with her lore- 
equivalent Elder Scrolls counterpart Nocturnal. However, this 
subclass may detract from "closed-lore" worlds even with the 
aforementioned adjustment. 


A FINAL NOTE 

Thanks for allowing this zanny, admittedly effusive subclass 
into your campaign. For a DM, allowing homebrewed content 
can add a lot of work. Hopefully, you find this inclusion into 
your game to be a refreshing twist and a fun point of 
engagement for your players to draw them deeper into 
roleplaying and cooperative adventuring. 
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Dionysus — Zara H Diorez 
Gaia — Ye Fan 
Ganesha — Titan Forge Games 
The Great Spirit — S.P. Nyav 
Hades — Thanet Thanakij (A-kuma) 
Hel — Anilya Larmina 
Hercules — Titan Forge Games 
Hermes — FallFox 
Horus — Titan Forge Games 
Huitzilopochtli — Chicome Itzcuintli Amatlapantli 
Indra — Anirudh Sainathnirudh Sainath 2 
Isis — Titan Forge Games 
The Jade Emperor — Titan Forge Games 
Jesus — St. Catherine's Monestary 
Krishna — Shankss991 
Loki — TS Rodgriguez 
Marduk — Ancient Origins ` 
Nyx — gracezhuart ti 
Odin — ysidromerlinus 
Olorun — Titan Forge Games 
Osiris — Katherine Bilich 
Poseidon — Bachzim 
Quetzalcoatl — Tartarus Games 
Ra — Katherine Bilich 
Rama — Titan Forge Games 
Set — Titan Forge Games 
Shiva — Titan Forge Games 
Sun Wukong — jojo so 
Thor — spaceman0602 
Tiamat — Wizards of the Coast 
Yahweh — Michelangelo 
Zeus — Bangku An 
Art Credits — WARI PiE 


A very special thank you to The Homebrewery. ~ 
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